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Your personal computer ‘~ 

‘is the learning alternative. } 

In today’s increasingly complex world, | ae ALGEBRA 4 
education is a key to freedom. 
lf you believe. . 
that the development aS | Applesoft, 48K, DOS 3.3 
of Learning Software comes 
is serious business, 

a task demanding rigor 
and professionalism, 
Welcome to the Science 

of Edu- Ware, 


EDU-WARE SERVICES, INC. @ 22222 Sherman Way, Suite 102 @ Canoga Park, California 94303 
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At Edu-Ware Services, a team of experienced professionals 
is firmly commited to producing educational software of 
unparalled design and quality. 


Today, it is essential that individuals develop and sharpen 
their problem-solving capabilities. Edu-Ware products are 
directed at building core intellectual skills — reading, mathe- 
matics, and spelling. Edu-Ware is both versatile and rigorous. It 
finds effective application in the home or class-room, and 
often may be elegantly tailored to the needs of young, 
remedial, or adult learners. Edu-Ware’s subsidiary line, Inter- 
active Fantasies (IFs), represent a distinct genre in entertain- 
ment software. Interactive Fantasies have been designed 
expressly to foster divergent thinking (creative problem- 
solving) through the intellectual challenge of role-playing. 


Edu-Ware Services, a California-based corporation, was 
established in 1979, when the microcompufer industry was still 
in its infancy. Since that time, Edu-Ware and Interactive Fanta- 
sies have earned a sound reputation among dealers and end 
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© Copyright, 1984 Edu-Ware Services, Inc. 
Requires ROM Applesoft, 48K, DOS 3.3 


1 Sector EW001-AP2 


IMPORTANT! 
This is delicate 
magnetic media. 
Study and under- 
stand the instruc- 
tions on reverse 

side before using. 


Do not fold — do not bend 
Nicht falten — nicht knicken 
Ne pas plier 

No doblar — no plegar 


Do not touch exposed areas of magnetic disk 
Magnetflachen nicht beruhren 

Ne pas toucher aux surfaces magnétisées 
No tocar las superficies magnéticas 


Keep away from magnetic fields 

Vor magnetischen Einfliissen schutzen 
A éloigner des champs magnétiques 
Proteger de campos magneticos 


Insert carefully 

Sorgfaltig einfuhren 
Inserer avec soin 
Introducir cuidadosamente 


Return to envelope after use 

Nach Gebrauch zuritick in die Tasche 

Ranger dans l’enveloppe apres l’usage 

Despues de su uso guardarlo en la bolsa protectora 


50°F-125°F 
10°C-52°C 
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ALGEBRA 1 


WARNING: Subject to the provisions of the copyright act of 1980, as specified 
in Public Law 94-553, dated 12 December, 1980 (94 STAT. 3028-29) and 
amended as Public Law 96-517, the duplication of computer programs 
without prior consent of the publisher, for the purpose of barter, trade, sale, or 
exchange is a criminal offense, for which the offender may be subject to fine, 
imprisonment, and/or civil suit. Under the provisions of Section 117 of Public 
Law 96-517 it is not an infringement for the owner of a computer program to 
make or authorize the making of another copy or adaptation of that 
computer program provided that such new copy or adaptation is created 
for archival purposes only and that all archival copies are destroyed in the 
event that continued possession of the computer program should cease to 
be rightful. 


Edu-Ware Services, Inc. 22222 Sherman Way, Suite 203 
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ALGEBRA 1 Program and Documentation 
(Cc) COPYRIGHT 1981 EDU-WARE SERVICES, INC. 


All Rights Reserved. Any reproduction of the program 
‘diskette, or this printed documentation | is S strictly 
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forbidden, without the expressed written consent of 


Edu-Ware Services, Inc. 
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1. INTRODUCTION 


1. What is ALGEBRA 1? 

ALGEBRA 1 is a powerful new computer mediated 
instructional system, designed specifically to help 
learners gain skills in the use of some _ fundamental 
tools applied to beginning concepts in Algebra. 


Each of the five diskettes which comprise the complete 
Algebra system stands as a completely independent 
module, or unit from the others. As skills are fully 
mastered in this module, additional units may be 
purchased. | 


These goals are achieved through the use of a variety 

of features: 7 

xx Positive reinforcement throughout each program in 
the module. Correct responses ‘are rewarded by 
confirmation of the the answer, while incorrect 
responses eventuate in a display of the 
appropriate response. 7 


*x*k Provision for cognitive style differentiation 
allows . for, and =—s encourages _ Jearner 
experimentation with "learning styles,'' which are 
most attuned to his learning needs. 

**k Flow charted "information maps'' provide’ the 
learner an opportunity, at a glance, to perceive 

the concepts learned, those still to be learned, 
and those that were troublesome to him. A 
recommended sequence to follow through the five 
programs contained in the module is provided. 


x* Total color high-resolution graphics display, 
including upper/lower case text for maximum 
clarity of presentation to learners. 


Edu-Ware Services, Inc. —4- | 7 | ALGEBRA 1 


*k A system of decremented prompts, designed to 
increase the learner's self-management of his own 
learning. 


xk Program design suitable for both adjunct and 
stand-alone learning in both home and _ classroom 
environments. 


xx Detailed documentation which. describes both the 
system, and the instructional model upon which it 
is premised. , 


2. Quick Entry Usage 


If you would prefer to not read the rest of this 
documentation, and instead go directly to the 
programs, follow this procedure: 


(A) Boot the diskette. You should be reminded that 
this diskette requires 3.3 DOS to operate. If 
you have difficulty in booting the disk, consult 
your DOS Manual for assistance. After a few 
seconds of disk activity, an Edu-Ware 
identification will appear on the screen. Next to 
show is the ALGEBRA 1 identification, followed by 
the system master Menu. 


(B) If the you wish to end the program at any time, 
all you need do is press the [ESC] key once. As 
soon as a beep. sounds, press the [ESC] key a 
second time. This returns you to the main Menu. ~ 
You may exit by press ing the [0] (ZERO KEY) to 
terminate the preg ag. : 


Edu-Ware Services, Inc. -5- ALGEBRA 1 


3. Using the Documentation 


The remainder of this documentation is designed to 
give you much greater flexibility in the use of these 
programs, with regard to control over your _— own 
learning, and to provide you with an understanding of 
the program's design. 


You also will find some general comments on the care 
and feeding of your diskettes, which can can get very 
uncooperative at times. Should a problem occur, be 
certain to read the Limited Warranty at the end of 
this material, and follow the directions exactly. 


1. THE INSTRUCTIONAL MODEL 
Before proceeding with further operating instructions, 
it seems appropriate to discuss the. rationale which 
has been employed in constructing the instructional 
model. This model was employed as a basis for’ the 
design of each of the five programs. The assumptions 
on which this model is predicated are as. follows: 


1. Learning should be managed by the learner. 


eS SSS 


One of the goals of education most frequently 


discussed, yet seldom attempted, is 
self-management by the learner of his’ personal 
learning. In the classroom, the teacher 


prescribes the route by which students will 
learn. Yet, it seems apparent that, if one is to 
know how to learn, then he must be- given 
opportunities to discover methods which will be 
most effective for himself. 


To maximize the potentials for self-management, 
each major concept (program file) is further 
divided into sub-concepts. For each sub—concept 
there are four separate ways by which the learner 
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can gain information: 
LA] Definitions 


Each sub-concept has a definition by which 
the learner can learn the terms. associated 
with the particular concept’ being 
demonstrated or taught. 


[BI Rules 


Rules for using each idea presented in. the 
sub-concept are _ provided when this mode is 
selected. 


[C] Examples 


For each idea in the sub-concept, the 
learner may find as many examples as are 
necessary for him to learn how to apply the 
rule or solve a problem using the rule. 


[D] Sample Problems 


In order to test himself, the learner is 
presented with 9 problems which test his 
ability to use the knowledge presented in 
the other modes. After a response, each 
answer is '"confirmed.'' This means a ''RIGHT'! 
ts provided if the answer is correct, and a 
MWRONG,'' or a "NO," with the correct answer 
given, if the response’ was incorrect. 
Should the learner not be satisfied with his 
performance, he can select any of the other 
modes, and then return to the Problem mode 
to test himself again. 
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Many of those using the ALGEBRA 1 programs are 
having first-time exposure to the concepts 
contained within. The authors view it as 
important that these concepts be presented in 
very small, discrete steps. Yet, for the learner 
who has already mastered a concept, there should 
be no requirement that he repeat this material. 
Thus, the system is designed to allow exit, and 
entry at any point, yet maintain information for 
the learner as to all of the progress he _ has 
made, or is yet to make. | 


3. Reinforcement comes from confirmation. 
Many users will find, in programs developed for 
the young (primary school) learner, reinforcement 
which uses devices such as graphic smiling faces, 
the reward of playing a game, or ''cute!! sound 
effects. It is the contention of Edu-Ware, that 
for students above the primary level, such 
devices are at best worthless, and at worst 
counter—productive. Such an assertion needs some 
explanation to develop an cane bata |g of this 
position. 7 : 


Leck all would subscribe to the assertion that 
for learning to occur, there must be some 
motivation on the part of the learner. This 
motivation can come from the actions required to 
learn, or from the perceived value of the newly 
learned material to the learner. 


An example of the former case might well be 
illustrated by the actions required in learning 
how to swim. The setting of the beach or swimming 
pool, the presence of the teacher or the _ friend 
teaching the skill are all motivational factors 
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which make the act of learning attractive. The 
skill of swimming has itself some intrinsic 
value. It is an activity from which pleasure can 
be derived, which is a valuable social tool, and 
which has usefulness in maintaining the 
participant's physical health and well being. 


Conversely, many learners see little or no value 
in gaining skills in American history, or English 
grammar. They are unable to relate these skills 
to the values they offer, other than the act of 
demonstrating their learning. For example, if 
one receives ''good grades,'!' then parents are 
pleased, academic awards may be obtained, and 
entrance to college is made easier. 


Placing the emphasis for reward on the act of 
learning rather than on the ideas learned, would 
seem to place the emphasis on an aspect of the 
task with less value than the task itself. 


lt is well recognized that two kinds of learning 
may be identified; acquisition learning and 
‘maintenance learning. Acquisition learning is 
the initial learning of some _ new behavior or 
skill, while maintenance learning refers to that 
learning which is continuing and by which skills 
are demonstrable after long periods of time have 
elapsed. An example of acquisition learning is 
"cramming! for an examination and then forgetting 
all the material once the exam is completed. An 
example of maintenance learning, on the other 
hand, is the skill of riding a bicycle which may 
be learned in childhood and maintained without 
practice into the adult years. 


Since the skills involved in algebra are skills 
we wish’ the learner to maintain and build upon 
over long periods of time, it seems quite 
important that it is the maintenance of those 
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skills which is reinforced and not the simple act. 
of acquiring them. Thus, the reinforcemeftt is 
directed at long-term skill maintenance, rather 
than acquisition learning. 
4. Program content: 
A. Definitions 
1. Numerals 
2. Operators 
a. addition 
b. subtraction 
c. multiplication 
d. division 
3. Grouping symbols 
a. Parentheses 
b. Brackets 
c. Braces 
4, Equality (less than/greater than) 
B. Number line operations 
1. The number line 
2. Real numbers 
a. Positive 
b. Negative 
Cc. Real numbers 
d. Absolute values 


3. Using negative numbers 


a. Addition 
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b. Subtraction 
c. Multiplication — 
d. Division 


1. Definition — element/non element 
2. Number systems 


a. Natural numbers 
b. Whole numbers. 
c. Integers 

d. Real numbers 


3. Size 
a. Null set 
b. Finite set 
c. Infinite set 
4, Properties 
a. Equal sets 
b. Equivalet sets 
c. Subsets 
d. Union of sets 
e. Intersection of sets 
D. Evaluating expressions 
1. Variables/constants 
2. Factors/coefficients 
3. Exponents 
E. Rules for equation reduction 


1. Combining like terms 
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2. Simple Equasions 


3. Order of operations 


11. USE OF THE PROGRAMS 


1. General comments 


The programs in general have been constructed in 
order to provide the learner with the maximum 
flexibility and the greatest ease in acquiring 
information about his current knowledge, as well as 
small conceptual steps in the development of new 
skills. | : 


To aid the learner, the five major programs, as well 
as the concepts contained within the programs, have 
been 'mapped"' with graphic flow charted Menus. On the 
left side of each menu is-~ the flow chart 
representation of the choices available from that 
Menu. On the right side of the Menu is a legend or 
listing for each of the boxes within the flow chart. 
The flow chart then represents a recommended sequence 
for the learner to follow. The choice, however, rests 
with the learner as to which menu item to select. 

These Menus serve a dual purpose. The first use of 
these Menus is to provide the learner with the 
recommended sequence. Moreover, in the main Menu, the 
use of color outlines around each of the rectangular 
figures in the flow chart provides the learner with 
additional information. A white outline means that 
the learner has not as yet attempted that particular 
program or  subprogram. A green outline tells the 
learner that he has selected that program, and after. 
taking the test problems or the unit test, has 
demonstrated mastery of the skill being taught in that 
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particular program segment. Conversely, a red outline 
is a warning to the learner that he has attempted but 
has not yet reached mastery of the particular skill in 
question. A blue outline indicates a recommended 
unit. Thus, the learner has a continuing color-coded 
record of how much mastery he has achieved in the 
programs. | 


2. Entering the programs 
To begin using these programs, follow this procedure: 


(a) Boot the disk. This should be done by either 
inserting the disk directly into the drive and then 
turning on the power switch at the back of the 
computer, or if the computer is already on, type PR#6 
(6 is the slot which DOS 3.3 has designated for drive 
use). The diskette will then boot with the Edu-Ware 
identification appearing on the screen. A few seconds 
later, the master Menu will appear. 


(b) Select any desired program from the master Menu, 
-and press the number key for that program. A few 
moments later, each of the concepts in the program 
will appear in a Menu on the screen. 


(c) Select the concept you wish to work with at which 
point a mode Menu will appear on the screen. 


(d) Select the mode: definition, rule, example, or 
sample problem. As soon as_- you have selected the 
mode, the first page of the information contained in 
that mode book will appear on the screen. 


(e) On the top of the screen display for each page you 
will notice the following; in the upper left hand 
corner three letter/number groups appear. The letters 
are C, M, and P. The C refers to the concepts’ which 
are available on this unit. The M number refers to 
the mode. One = Definitions; two = Rules; three = 
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Examples; and four = Sample Problems. The P refers to 
the page number within that concept and mode. In some 
cases, there is only one page for a particular mode. 
In other cases there are multiple pages, just as in a 
book. 5 fA ) | 


(f) To change modes, do the following: press [ESC] 
LM] [n] where n = the number of the desired mode you 
wish to change to. If, on the other hand, you wish to 
return to the concept Menu press [ESC] [M] [0] (ZERO 
KEY). This will return you to the concept Menu and 
will. allow you to continue with either your current 
mode by going into the mode Menu and_= selecting it 
again and repeating pages; selecting a new mode, or 
selecting a new concept within the program. To repeat 
or return to a page within the mode, do_- the 
following: press [ESC] press [M] press [n] where n = 
the current mode number you are in. This will start 
the page display from page 1 within that mode. 


(g) To leave the programs at any time, press [ESC], 
wait for the beep, press LESC]. This will return you 
to the main system Menu. Then press [0] (ZERO KEY) 
which will end the program. | 


IV. ERROR HANDLING 


However advanced this computer technology may look, we 
are still in the dark ages when it  comes_ to 
reliability of programs and the magnetic media on 
which they are stored. 


For whatever small comfort it may bring, we have 
installed some error reporting systems that will at 
least tell you what has gone wrong, and what if. 
anything you, the user, can do to fix the problem. 


When problems arise with software, the first thing 
that comes to mind is that the publisher has made an 


& 
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error in either the programs, or the preparation of 
the media. While this assessment can be true, you will 
want to go through some preliminary tests to determine 
the cause of the problem before you return your 
diskette to us for replacement. Follow these 
procedures if you have any difficulty: 


1. NO BOOT 


If the diskette will not boot, first check to see that 
a 3.3 DOS Controller Card is in slot #6 of your 
computer. This diskette will work only with 3.3 DOS 
correctly implemented. ae 


Next, while the diskette is attempting to boot, open 
the disk latch, slide the diskette out, and then back 
into the drive, reclosing the latch. The "seating," or 
positioning of the diskette in the drive can often 
determine whether it will successfully boot. This 
procedure allows correct placement of the diskette in 
the drive. 3 


If the problem is not corrected by this procedure, 
boot a known-—to—be-operating diskette in your drive. 
This will let you determine whether the problem is 
with the ALGEBRA 1 diskette, or with your disk drive. 


2. 1/0 Errors 


Should this error message appear on your screen at any 
time, it is almost a certain diagnosis of defective 
media. You should’ ship the diskette back to us for 
replacement, should this problem occur. 


3. WRITE PROTECT Errors 


Since there is some file writing occuring during’ the 
use of the programs, do not place a Write Protect tab 
on the diskette. Should you do this, you will get this 
error message. Correction is simple — Remove the tab 
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from the diskette. 
4, PROGRAM ERRORS. 


While it is not impossible that we have made a 
programming mistake, it is, quite frankly, unlikely. 
Our programs undergo quite a rigorous testing and 
debug protocol before’ release. Interruption of 
programs with messages such as SYNTAX ERROR, UNDEF INED 
STATEMENT ERROR, ILLEGAL QUALITY, or OUT OF RANGE 
ERROR are likely to be indicative of a change in value 
in. the storage of information on the diskette. 
Whether or not this its areal program error, or 
defective media, the diskette should be returned to us 
for correction, or replacement. 


Finally, we extend you an invitation to call us about 
any difficulties you may experience or any innovative — 
applications you make of these programs. Our number 
is (213) 346-6783. We look forward to hearing from 
yOu. 
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Edu-Ware Services, Inc. 22222 Sherman Way 
Canoga Park, CA 91303 (213) 346-6783 


PRODUCT CATALOG | 
April 15, 1981 


ALGEBRA 1 


Algebra 1 is 6a powerful computer mediated 
instructional system, suitable for both adjunct = and 
stand-alone learning, in the home or classroom. The. 
system develops five major content areas: Definitions, 
Number Line Operations, Sets, Evaluating Expressions, 
and Rules for Equation Reduction. 


This system features total color high-resolution 
graphics display, including upper/lower case text for 
maximum clarity. Flow charted "information maps'' mark 
the learner's progress, designating concepts learned, 
those still to be learned, and those that’ were 
troublesome. The “information maps!'!' also provide a 
recommended sequence to follow through the five units. 


Provision for cognitive style differentiation 
encourages the learner to exepriment with a variety of 
"learning styles.!! 


Algebra 1 is the first in a sequence of five 
independent systems in Algebra. 


ALGEBRA 1, 48K, DOS 3.3 REQUIRED See eee 


Edu-Ware and Interactive Fantasies are available. at your local computer 
store. : : : : 


The products listed in this catalog are all written jin APPLESOFT-II BASIC 
and/or machine language. Each is~sold with complete documentation on diskette 
only. The memory requirements listed assume that the user has APPLESOFT in - 
ROM, or on a firmware or language card. 


++ Apple i is a trademark of Apple Computer, Inc. 
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COMPU-READ 3. Gt. 

~~ A series of programs which improves reading skill by changing the way 
in which you perceive words. The four learning routines include Character 
Recognition, High-speed Word Recognition, Synonyms and Antonyms, and 
Sentence Comprehension. 

In the each of the programs, the computer automatically adjusts to your 
speed, and reports on your progress. 

Optional user filebuilding routines are included which allow the 
Compu-Read data base to be adjusted to any level of reading skill. All text 
is displayed in upper and lower case (utilizing two sizes of fonts), and all 
reports oie high-resolution graphics. . 


COMPU-READ 3.0, 48K 29.95 


COMPU-SPELL TM. 

_ This instructional system teaches spelling by refusing learners the 
opportunity to fail! Designed for both home and classroom. usage, 
COMPU-SPELL is available with data diskettes suitable for grade levels 4-8. 
Also available is an adult/secretarial data diskette featuring many of the 
most frequently misspelled words in the English language. (Each data 
diskette contains about 800-1200 spelling words. All spelling words are 
displayed in sentences.) 

Features include individual learner file management, high-resolution 
upper/lower case displays, user filebuilding capabilities, and a "positive 
reinforcement only" instructional algorithm. 

Requires 48K. 


COMPU-SPELL SYSTEM DISKETTE g. 29.95 
(Includes learning and file management programs, spelling unit 
filebuilder, and complete documentation) 


COMPU-SPELL DATA DISKETTES 19.95 each 
(For use with the SYSTEM diskette only. Available in grade levels 4-8 
and Adult/Secretarial versions.) 3 


COMPU—MATH T.-M. 

Designed to meet both the needs of the school and the consumer, this 
series in basic arithmetic is constructed as a. set of integrated 
instructional experiences. Each is aimed-at helping young learners acquire - 
and maintain new mathematics skills, as well as remediating deficiencies in 
older ones. 

- COMPU-MATH systems include goal specification for the learner, animated 
graphic displays, reinforcement of correct responses, immediate feedback, 
and skill verification using criterion referenced tests, all serving to 
increase both the usability and motivational value of these sets of 
programs, 

User parameters allow full control over the instructional environment, 
with choices over: Primary or Remedial Learner Setting, Pass/Fail Levels, 
Allowable Error Rate Prior to Remediation. (System defaults also allow 
quick and easy use.) 

ARITHMETIC SKILLS 

Finally, an instructional system which uses a format suitable for 
both the first time (primary grade) learner and the older (remedial) 
learner. Using an absolute minimum of text, the programs teach five 
basic skills: Counting, Addition, Subtraction, Multiplication and 

Division. 

FRACTIONS 

A Pre-Test and six Learning Units: Definitions, Common and Lowest 

Denominators, Addition, Subtraction, Multiplication, Division. Each 

includes the use of both common fractions and mixed numbers. 

DECIMALS 

A Pre-Test and seven Learning Units: Conversion, Addition, 
Subtraction, Rounding Off, Multiplication, Division, Percentage. 


ARITHMETIC SKILLS, 48K 2 49.95 
FRACTIONS (version 2.1), 32K : 39.95 
DECIMALS, 32K 39.95 
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PERCEPTION 3.0 


A total of seven high-resolution games which will 
challenge your visual perception and eye-hand coordination: 


- Length Perception tests your ability to match lines in a 
three-dimensional room. Shape Memory replicates a World War 
i! test for pilots, asking you to match shapes seen through a 
narrow window. Size Comparison frustrates your ability to 
match sizes of identical shapes. 


Star Trace tests the steadiness of your hands. Centering 
a Falling Line demands that you develop keen visual reflexes. 
Visual Pursuit is a test of speed and eye-hand skill. Tilt 
Maze simulates the familiar game in which you attempt to 
manipulate a steel ball through a maze without letting it slip 
into a hole. 


Each of the PERCEPTION 3.0 games is suitable: for both the 
clumsy and the skilled as a wide variance of parameter 
settings provides extensive difficulty control. 


PERCEPTION 3.0, 48K, Game Paddles Required 24.95 


STATISTICS 3.0” 


This newly enhanced version of Edu-Ware's popular statistics program 
has been long overdue. 

STATISTICS provides these calculations: Mean, Variance, Standard 
Deviation, Pearson Correlation, Normal Distribution, Probability and 
Frequency, Chi-Square Distribution, Chi-Square Test, T-Test. The results of 
the calculations are shown both numerically and graphically. 

Data may be entered and edited directly from the keyboard, or loaded 
from/saved. to the diskette. Raw data and results may also be routed a 
printer for hard-copy reports. 


UNI-SOLVE J-™. 


The Elecronics Designer 

Designed for the electronic hobbyist and engineer, this series of 
programs provides you with 24 major solution sets to problems encountered in 
engineering and design, at a fraction of the cost of any similar software. 
Equations include such diverse computations as transmission line formulae, 
reactance, coil-winding models and modulation percentages, as well as those 
required in everyday use. Clear and easy access is provided to each of the 
subroutines through a master menu. : 


METRI-VERT TM. 


As today's society converts to the metric system, this program makes 
the transition easy. Elegant menu-driven routines compute conversions for 
length/distance, area, volume, weight and temperature. Also includes a 
“display page!’ which stores the result of up to 20 calculations for easier 
use. 

STATISTICS 3.0, 48K 29.95 . 
UNI-SOLVE, 32K . 24.95 
METRI-VERT, 32K 15.95 
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It is only occasionally that a whole new genre of game makes an 
appearance in the marketplace. Edu-Ware believes THE PRISONER is 
a game that well justifies this claim. inspired by the highly 
acclaimed television series, your Apple puts you in a- nightmarish 
1984 world whose rulers seek to break you down by an extensive 
array of brainwashing techniques, while you are armed only with 
your intelligence, your sense of individuality and your wits. 
-Will you escape to freedom, or forever remain THE PRISONER? 


Includes an extensive use of the Apple I1'S sound and display 
Capabilities, as well as natural language data entry. Play will 
extend over countless hours. 


THE PRISONER, 48K | 29.95 


TERRORIST ™™M. : 

A frightening two-player game which . puts you directly into the hot 
seat, managing a life and death struggle with ruthless terrorists. The 
paradoxes and pressures inherent in both sides of the struggle are brought 
to life as the Apple allows each to move against the other simultaneously. 

Included are three interaction scenarios (capture of a building and 
hostages, air piracy, and nuclear blackmail), a parameter generator, a 
scoring routine, and an easy-to-use turn-key system which brings all. of 
these programs together. Random and player-generated parameters insure that 
no two confrontations will -be exactly the same, making this package a 
sobering and thought provoking experience for all. : 


NETWORK '™: | 
The thrill and frustration of being the head of Television Programming 
for a giant network is experienced by two players as they compete with each 
other and the computer. You bid on new shows, schedule them, adjust to 
weekly ratings, and then dump losers and try to recover from your mistakes 
at the end of the thirteen week ''sweep''. Paddle input provides real-time 
control over the rapidly changing situation. 


WINDFALL, The Oil Crisis Game 

Have high energy prices and short supplies left you more time around 
your computer? Windfall will fill those empty hours (though not, 
unfortunately, your gas tank), and alleviate frustrations as your brain 
tangles with energy markets. As the Chief Executive of Engulf Of1, you join 
the other side of the petro world, attempting to turn crisis into cash. 
Screen displays show both graphically and numerically the results of your 
manipulations, as a helpless public lines up at your stations. 


TERRORIST, 48K, Game Paddles Required 29.95 
NETWORK, 48K, Game Paddles Required 19.95 


WINDFALL, 32K 19.95 
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SERVICE REQUEST FORM 


EDU-WARE SERVICES, INC. 
22222 Sherman Way, Suite 203 . 
Canoga Park, CA 91303 
(213) 346-6783 


Produc. ee Media: 

SYSIGM so ee ee 
SERVICE | AMOUNT AMOUNT ENCLOSED 
Warranty Service : (no charge) 
Defective 
Media/Update RS $5.00 
Shipping : $2.00 unless 

i covered by warranty 


5. TOTAL (enclose 
check or C.O.D. 
charges will be 
added) 


6. DESCRIPTION OF PROBLEM (Be as complete as possible. Use separate 
sheets if necessary. If applicable, be sure fo specifically describe 
the operation you were performing when the failure occurred.) 


7. Purchased From: ____ 8. Date: 


9. Please use this 
space for your 
address. It will 
be used as a 

~mailing label 
(include zip code). 


10. TELEPHONE #: 


Go ee | eS 


PROBLEMS? 

Edu-Ware is firmly committed to supporting the users of its 
products. This support consists of a 30-day limited warranty, 
followed by unlimited low-cost service and updates. Note 
that the Edu-Ware Warranty applies equally to both “glitches” 
(bad media problems) and “bugs” (program errors). 

Regardless of the nature of your problem, we would ask 
you fo use the form on the back ofthis page in addressing our 
service Department. In the event that charges are in order, 
please accompany your service request with a check or 
money order, otherwise your return shipment will be sent via 
U.P.S., C.0.D. Please note that in all cases, you must include 
your original serialed program diskette as proof of purchase. 
(However, we normally replace it with a fresh diskette.) 
IMPORTANT NOTE: 

Many program errors are the result of a defective disk 
drive, and not program “bugs” or “glitches.” Whenever you 
experience sofiware trouble, you should compare the results 
of the various commercial software packages you may own. 
lf you consistently find trouble, consult your computer dealer. 

EDU-WARE 30-DAY LIMITED WARRANTY 


Edu-Ware Services, Inc. warrants this software package fo operate 
within all specifications contained in its accompanying documentation. 
Should this package fail to meet its specifications within 30 days of 
purchase by the end user, Edu-Ware Services, Inc. will, at ifs sole 
discretion: : 

4. Correct the failure, by replacement of the defective or error- 
laden media, upon receipt of the defective program diskette, 
proof of purchase date, and written description of the problem. 

_-OR- 

2. Refund the original purchase price, upon receipt of the 
defective program, documentation and accompanying 
materials. 

This warranty is null and void in cases where the user has attempted 
to make modifications in the program, physically damaged the 
program diskette, or obtained the product through an unauthorized or 
illegal distribution channel. 

Edu-Ware Services, Inc. will assume no responsibility for the suit- 


ability of its products to the user’s application. The purchaser must 
assume a responsibility for the suitability of the application. EduWare 


services, Inc. reserves the right to make improvements in its products at 
anytime without notice, and to replace any defective producis with 
improved versions. ) 

Incidental and consequential damages caused by the malfunction, 
defect or otherwise, and with respect to the breach of any expressed or 
implied warranty are not the responsibility of Edu-Ware Services, Inc., 
and to the extent permitted by law, are hereby excluded both for 
property damage, and to the extent not unconscionable, for personal 
injury damage. Some states do not allow the exclusion of incidental or 
consequential damages, so the above may not apply to all users. 


PROBLEMS? 


Edu-Ware products are supported after sale by a 30-day 
Limited Warranty, rapid service, and low-cost updates and 
replacements. 


Should you encounter problems with a system or its opera- 
tion, feel free to contact an Edu-Ware service representative at 
(213) 346-6783. If our service staff cannot alleviate the trouble 
over the phone, you may simply complete the enclosed 
service form and mail itwith your diskette to Edu-Ware’s Service 
Department. If your service requires payment, please include 
a check or money order. 
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Often program errors result from a defective disk drive, not 
the software. When you do have trouble, compare the opera- 
tion of several commercial software programs you may own. If 
the trouble is consistent, consult your computer dealer. 


Edu-Ware’s warranty is null and void if the user has modified 
the pro-gram, physically damaged the diskette, or obtained 
the product through an unauthorized or illegal distribution 
channel. 


Edu-Ware Services reserves the right to make improvements 
in its products at any time, without notice, and to replace any 
defective products with improved versions. The company is not 
responsible for the suitability of its products to the user's appli- 
cation; this is the purchaser's responsibility. 


Any incidental and consequential damages caused by 
malfunction or by breach of warranty (expressed or implied) 
are not the responsibility of Edu-Ware Services, Inc. Such 
damages are excluded from both property damage and 
personal injury liability claims. Some states do not allow exclu- 
sion of inci-dental or consequential damages, so the above 
may not apply to all users. 


Edu-Ware is a registered trademark of Edu-Ware Services, Inc. 


ALGEBRA 1 


Algebra 4 is a powerful computer mediated instructional system, suitable 
for both adjunct and stand-alone learning in the home or clasroom. Five 
major content areas are developed: 


* Definitions 

% Number Line Operations 

*% Sets : 

*% Evaluating Expressions 

% Rules for Equation Reduction 


This system features total color high-resolution graphics display, including 
upper/lower case text for maximum clarity. Flow charted “information maps” 
mark the Learner’s progress by designating concepts learned, those still to 
be learned, and those thet were troublesome. The “information maps” aiso 
provide a recommended sequence to follow through the five units. 


Algebra 4, like all Edu-Ware Systems, employs positive reinforcement. Cor- 
rect responses are confirmed, while incorrect responses bring a display of 
the appropriate answer. Provision for cognitive style differentiation encour- 
ages the Learner to experiment with “learning styles.” Algebra 1’s compre- 
hensive documentation illustrates all procedures and explains the system 

) model. 


P Algebra 4 is the firstin a sequence of five independent systems. As skills are 
fully mastered in one, additional units may be purchased. Other Edu-Ware 
systems include Compu-Math Arithmetic Skills, Fractions and Decimals. 


Designed for Apple Il and Il-plus computers. 
Requires 48K, Applesoft, and DOS 3.3 


Edu-Ware products are strongly 
supported after sale through a 
Limited Warranty, 

rapid service, and low-cost 
updates and replacements. 


©Copyright 1979, 1984 Edu-Ware Services, Inc. 
Edu-Ware is a registered trademark of Edu-Ware Services, inc. 


Apple is a trademark of Apple Computer Inc. 
Atari is a trademark of Atari, Inc. EW001-AP2 


